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arth is lost to a mysterious alien threat and the last 

remnants of humanity's remaining starfleet have 

tumbled into a wormhole, appearing light years away 

from the sector of the universe they used to call home. 
Faced with mysterious alien races - some hostile, others helpful 
- Commander John Daniels needs to find his crew a new home 
and ensure this new beginning for humanity isn’t cut short. 
Predictably enough, the only help he has is you. 

The stakes couldn't be higher in this new strategy series from 
Kalypso Media, which forces you to terraform and colonise alien 
worlds, conduct negotiations with bizarre alien races and, of 
course, save the human race from extinction. 

Like all great 4X games, this experience comes with all the 
trimmings you would expect: the ability to create your own 
ships, the freedom to explore, and dramatic real-time battles 
against the backdrop of exotic nebulae. In a significant 
evolution for this genre, Legends of Pegasus also boasts a 
cohesive storyline to keep you entertained and engaged while 
plundering the galaxy for all it’s worth. 

In this exclusive magazine we outline not only what makes 
this game different from the competition, but we'll also offer up 
new screenshots and videos, and discuss with new start-up 
Novacore Studios what drove them to create this sci-fi 
adventure. The future of humanity is in your hands. 


Time to become a legend. 
WORN (he a 


Exclusive chat Engaging Pegasus 
with Novacore drive in 3, 2, 1... 
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An exclusive chat with Novacore Studios 


he world of games design is 
| changing. It's no longer the case 


that the biggest tears boasting 

the largest budgets make the best 
games. These age-old maxims are well 
past their sell-by date, especially on 
PC, with some of the most inventive 
games on the planet coming from 
bedroom coders and graduates. Case 
in point, Novacore Studios and their 
first game, Legends of Pegasus. 

This 4X strategy experience from 
a team of 12 in the tiny town of 
Muhlheim is looking to beat the 
likes of Firaxis, Ironclad and Kerboros 
Productions at their own game by 
developing the type of strategy hybrid 
that they want to play themselves. 
We caught up with the new studio 
founder and CEO, Andre Overhagen, 
to discover the motivation behind the 
development of their first game. 


The 4X sci-fi genre is a niche which 
is currently fulfilled by a lot of 
other games out there. What does 
Legends of Pegasus bring to the 
table that’s new? 

First of all, the experience in Legends 
of Pegasus is based on a very strong 
narrative. We have a single-player 
campaign that introduces the player 
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into the game world and into the 
basics of 4X gameplay. And we are not 
talking about a tutorial dressing up as 
a pseudo campaign. The single-player 
campaign in Legends of Pegasus is a 
40-hour long epic space opera that 
lets you play all the three races one 
after another and still delivers one 
consecutive storyline with lots of twists. 

Secondly, we aim to satisfy both 
hardcore players and newbies to the 
genre. If you are a 4X specialist, you 
can really dig deep into the game 
and do all the number crunching. 
But if you are new to these games, 
you are not blocked by a wall of Excel 
sheets. We are taking a very visual 
approach to information. If a planet 
has problems with pollution, the player 
can see it by just taking a look at the 
atmosphere. And if a ship’s engine is 
damaged, that is also clearly visible. 
We do think that the campaign and 
its strong narrative does give us the 
opportunity to drag new players into 
the genre. 

The third point that sets Legends 
of Pegasus apart from other games is 
the huge amount of customisation. 
The game has an RPG-like faction 
creation and very extensive ship 
editor functions foreach race. And = > 
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for modders, Legends of Pegasus 
will be a paradise of open, 
customisable files. We hope to see 
great total conversions pop up 
weeks after release! 


Novacore is a new developer 
and Legends of Pegasus is its 
first game. Can you tell us 
more about it the philosophy 
behind the studio, how many 
staff members you have, etc? 
We are a very young studio and 
met at university. We started 
developing programs and soon 
started dreaming about our own 
4X game. When we showed our 
prototype to Kalypso and they 
agreed to fund the project, we 
started hiring a great team of 
professionals and are now up to 12 
people in our small development 
studio in Muhlheim. 


Many developers of space 
strategy sims tend to shy away 
from story-driven campaigns, 
so why did Novacore decide to 
adopt this approach? 

We wanted to develop a game 
that players would put their heart 
in. We wanted a universe that gets 
people interested and drags them 
into the gameplay. Also, the story 
helps us to bring new players to 
the genre and it also gives us a 
strong advantage against other 
competitors in the genre. 
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Which established sci-fi 
properties have influenced 
Legends of Pegasus’ campaign 
the most? Is it more Star Trek 
than Star Wars? 

Of course we are influenced by 

all the sci-fi movie franchises out 
there and we also love other sci-fi 
games. The story of Legends of 
Pegasus sets out similar to the 
beginning of Battlestar Galactica 
or Star Trek: Voyager, with a fleet 
far away from home in search of 
a way back to planet Earth. But it 
soon takes a very personal turn. 

In terms of gameplay we did of 
course have a look at all the great 
4X games and what made them 
great. And then we tried to use 
our own approach to these ideas. 


impressively, Legends of 
Pegasus’ campaign clocks in at 
a hefty 40 hours. How do you 
ensure the player’s interest is 
maintained throughout the 
entire running time? 

In the course of the campaign, the 
player goes through all three races 
although he stays with the same 
main protagonist, Commander 
John Daniels. This might already 
give you a hint that we are not 
dealing with a normal sci-fi story — 
there will be twists and turns every 
now and then. Old friends might 
turn out to be foes and what first 
seemed like a gruesome enemy 
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might develop to be your most ~~ 
valuable ally. : ee 


The three races are very 
different from each other and it 
spices things up to learn about 
their culture, their economy and 
their way of designing ships. And 
additionally, there are four big 
guilds that are roaming the galaxy 
and that should mean a few little 
side missions for the player from 
time to time. 


Even though the campaign 
has attracted a lot of 
attention, there’s also a hefty 
sandbox mode to play with in 
Legends of Pegasus. What kind 
of options can players 
tinker with? 
If you set up anew 
game, you can of 
course choose 
one of the three 
races. But you 
do not only q 
choose 2 
a race, 
you also 
choose 
an ancestry 
for your race. You 
can use one of the 
pre-defined ancestries like a 
human miner or a X‘or researcher. 
But you can also create your own. 
You start with 21 skill points 
that you can distribute among 
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66 THERE CAN NEVER BE _ 
ENOUGH SUCCESSFUL, 
GREAT 4X STRATEGY _ 
GAMES OUT THERE 99 


skills such as research, production 
or diplomacy. You can also choose 
special skills that use up a large 
amount of skill points but give 
you a very special edge over 

your enemy. The ‘brilliant mind! 
special skill for example gives 

you a chance to get a second 
technology once you have 
researched one. 

Of course, if he or she sets up a 
sandbox or multiplayer game, the 
player can also make all the typical 
changes to the game world. 
Should it be a spiral, a cluster or 
a disc-based galaxy? How large 
should it be? How resourceful 
should the asteroid fields be? 
How many players? How many Al 
enemies? Should there be random 
events? What are the victory 
conditions? And so forth. 


Kalypso has been targeting 
ex-Sins of the Solar Empire 
players pretty blatantly in 
terms of advertising. What 
do you think your game does 
better than Ironclad’s effort? 
Of course we, as well as the 
Kalypso folks, love Sins ofa 

Solar Empire. You might know 
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that Kalypso was the European 
publisher for Sins. It is an absolutely 
fantastic game that deserves its 
great player community, but it lacks 
two things: easy accessibility and a 
thorough single-player campaign. 
And we think we can deliver those 
two things with Legends of Pegasus. 
In general, there can never be 
enough successful great 4X games 
out there! 


Each of the three races - X’or, 
Humans and Arthrox - are 
extremely different. Could you 
share with us a few species 
ideas which didn’t make it into 
the game? 

Yes they are very different, but we 
shelved some ideas so as not to 
over-burden the player with new 
gameplay mechanics to learn. 

For example, you may know 
that the Arthrox design their ships 
in a biological kind of way. They 
use a head piece as a starting 
point ant attach ‘organ’ parts to it. 
Finally a tentacle ending serves as 
the propelling mechanism for the 
ship. 

Initially the ship editor for 
the Arthrox should have been 


completely different than that of 
the other races. It would have let 
the player play around with DNA 
strands and connect them to 
each other to design a ship. The 
idea itself was cool. But it was just 
too complicated to design a ship. 
And when the player started out 
with one of the other races and 
played the Arthrox afterwards, 

it would just confuse him why 
the ship building was so much 
different. In the end, we think 

we found a pretty good balance 
between the uniqueness of the 
races and accessibility. 


Legends of Pegasus looks 
absolutely beautiful when in 
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motion. Is it designed with 
all your own technology? 
As a basis, we use the Ogre iy 
engine, which gives us a pretty 

versatile tool to play around 

with. But of course we had to 

alter it in many ways for our 

project. We decided earlyon > 
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that we would focus on DirectX 

9 so that gamers with older 

PCs can still join in on the fun. 

But because we use very high 
resolution textures, the graphics 
look gorgeous without even using 
DirectX 10 features. 


66 THE RESEARCH TREES — 


Player choice is obviously a 
key part of any 4X experience 
when it comes to skill trees 
and research. How intricate 
are the game's skill trees? 
The research trees are really 
something that give us sleepless 
» nights. See, there is a unique tech 
/) en tree for each race. But on top of 
a that, each player can choose 
bonus tech trees at 


_ ____ the star ofa game. 
% ae aS For example: The 
Ke oe humans do 


./ ~ nothaveion 

technology in 

their basic tech 

tree, but if a human 
player chooses the ion 
bonus tech tree, he will 
eventually be able to develop ion 
weapons or shields. 

This is another part of the 

specialisation we want players 
to do in Legends of Pegasus. If we 
think about this as a RPG, setting 
up your race and ancestry would 
be like saying ‘lam going to play 
a human Sorcerer’. And choosing 
your bonus tech tree will define 
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your class to be something like a 
Fire Sorcerer or an Ice Sorcerer. 

Also, this is a very interesting 
concept for multiplayer matches 
where one player might decide 
to be the damage dealer of the 
team while the other one rakes 
in the money for the team. Oh, 
and all in all, we have over 2,000 
different technologies to research 
in Legends of Pegasus. 


The ability to create and 
customise your own ships is 
a key part of any 4X games. 
How does your ship editor 
differ from the norm, and 
how do player options change 
depending on the race that 
they’re playing as? 
The humans choose from basic 
hulls like a corvette or a cruiser 
class hull. Then they attach 
odules to their hull — science 
odules, military modules or 
civilian modules. These modules 
give bonuses to the ship (the 
military modules for example 
strengthens the armour of the 
ship). And they also define the grid 
layout of the ship. 

If you look at the grid layout 
of the ship, you see blue and red 
tiles. Weapons can only be placed 
on red tiles while everything 
else goes on all tiles. All the 
components (which of course are 
subject to change depending on 
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the technologies you have already 
researched) are then put on the 
ship with simple drag-and-drop. 
And with these simple steps, a 
player can design his very own 
ship again and again. 

The X’or do not have basic 
hulls. They attach their modules 
to each other forming ever new, 
very obscurely shaped ships in all 
sizes and forms. The component 
part then is the same as with the 
humans’ ships. 

And as described previously, 
the Arthrox form biological 
ships, attaching organs and a 
tailpiece to a head which comes in 
several shapes and sizes. As each 
race has its own specialisations 
and weaknesses, it will be very 
interesting to see what players will 
achieve with these editors. 


Last but certainly not least, 

If you were marooned ina 
galaxy hundreds of light years 
from Earth, what aspect of 
human society do you think 
you would you miss the most? 
Difficult to mention the one thing 
that we would miss the most. | 
think probably we would miss all 
the small natural things, like 
hanging around together with 
friends and family. But most of 

all we would miss our favourite 
pizzeria, that has kept us alive 
during the crunch times! m 
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nowledge is power. that offer the most all-encompassing 
This undeniable truth is experiences involving this sub- 


omething which lies at genre's central principles of eXplore, 

the core of every hardcore space eXpand, exploit and exterminate. 
strategy sim. Sure brute strength With an exciting real-time combat 7. i 
will get you so far, but when system, detailed terraforming 
competing against a handful of mechanic and three completely 
determined Al/human forces, it’s different races, Legends of Pegasus He 
inevitable that at some point you'll takes those core elements and runs NAB 
need to batten down the hatches, — with them in a completely open 
take stock of all the different skirmish mode allowing players to 
systems you control, and maximise — guide either the Humans, cyborg a Pos My 
your research and resources to Xor or insectoid Arthrox in an effort m 
PUB: KALYPSO MEDIA effectively take the battle to your to conquer the galaxy. 
DEV: NOVACORE GAMES enemies. That takes heart and most Usually that’s enough, and a 
PLATFORM: PC importantly skill, and this kind of developer would just stop there, oo 
ETA: OUT NOW complicated ‘to and fro’ ideal has allowing players to forge their . "4 

formed the basis of the 4X genre own stories in the universe they've 

for years. Sid Meier's Civilization and lovingly created, but Novacore has 

Sins of the Solar Empire are the two gone beyond their peers by finely > 
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PLANET MANAGEMENT 


Each planet in Legend of Pegasus’ ga 
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axy has the potential to-be 


terraformed, it all depends on the number of turnsfor-a potential 
home to become habitable. That's only half the job done however, 


as each planet only has-afinite;amo 
spaces so choose wisely. Do you. bui 
amount of turns it takes to research 


unt of resources and building 
ld labs so you.can decrease the 
new technology or do you 


choose to create lots of factories and mining infrastructure which 


will damage a planet’s-eco-system? 
important factor, so make sure you don't tax too heavily or leave the 
planet open to attack. 
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Population morale is alsoran 
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It's easy to gather the envionmentl __— 
status of any given planet — all you 


have to do is just look at it. There's certainly a Jean-Luc any punches with events which \ 


Picard vibe to Daniels, or perhaps aren't afraid to tug the rug out from 
more appropriately, Commander under the player's feet orchallenge | 
crafting a pitch-perfect campaign their intellect with high concept - 
filled with intriguing scenarios, “WE COULDN’T HELP principles of consciousness merging . 
complex characters, unpredictable and hive minds, but that’s par for the 
twists and, inevitably enough, BUT FEEL FOR CAPTAIN course with this kind of sci-f, which ie . 
humanity fracturing under the DANIELS, THE MAIN is certainly more Star Trek than Star , 5 
pressures of potential extinction. PROTAGONIST” Wars. There are some signs that the f 4 

\ 


The balance of not limiting game's budget isn’t quite up to the 
player freedom while sticking Shepard, as he’s constantly put standard of Call of Duty or Mass Effect, 
doggedly to a linear campaign to the grinder during certain and the production values reflect 
is a tough one, but rather than missions. Novacore doesn't pull that at times, but this has allowed > 
juggling these two conflicting 
ideals, Novacore has simply split “A 
the game into two, with the 
Skirmish mode allowing ultimate 
freedom while the campaign 
is broken up into 12 different 
episodes — each of which are 
bookended by beautiful animated 
cut-scenes. 

It's obvious that the studio 
has taken a lot of time crafting 
the campaign, as during several 
key moments we couldn't help 
but feel for the main protagonist 
Captain Daniels as he struggled to 
unify humanity against a myriad of 
different alien threats. 
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As the campaign progresses you get 
more and more elaborate templates to 
play with in the Ship Editor. 


the developers to chuck in some factions, and building your own Due to the ship editor being of 
nifty concepts which will surprise ships via the in-game editor. The a modular nature, it’s uncommon 
and at times shock the player—but real-time element kicks in. as soon as __ for ships to look exactly alike and 
in a good way. the battle engine takes complete 
We wish we could spoil a few “THE THREE RACES advantage of that, allowing players 
of the moments for you, but it to swoop in and examine ships up 
isn’t our place — what we will say IN LEGENDS OF close or to Zoom out and admire the 
though is that the three different PEGASUS ARE developing battleground. On the 
races in Legends of Pegasus are only ONLY THE TIP OF strategy front there isn’t too much 
the tip of the iceberg. THE ICEBERG” to do other than to move vessels 
The rest of this and order them to concentrate fire 
4X space strategy two enemy fleets get close enough ona particular enemy. That said, you 
plays as you would to commence battle, and the results can target particular components 
expect. Gameplay is are spectacular. of enemy vessels, but really that > 
split into two different 


ts — turn- : 
based management |} [A =| SHIP: BUILDER 


E and real-time strategy | mene —tbewes Whenever you'want to.add to your fleet you must 
battles. The majority 5 (ems either use an alreddy-created template\to produce a 
: 7: = of the time you'll be ; new vessel or create your own — all of Which is done 
inthe management Sree 5, via the ship builder. You begin by plonking down the 
Zo portion of the game, nh Wet pen hull and then you snap on new components like 
. OME tweaking settlements, ; nn engines, rocket silos, laser turets, energy reactors and 
' building new facilities, me Py) oy Ys the like. While doing this you need to keep an eye on 
, The cut-scenes are basically animated gUaeMMlafeTfelntclrcia z AGS Re ~ ee ow a the energy output to ensure you ‘have a functioning 
VY, y concept art, but when coupled with a (mbelesRelrolvialeMKeliareliciale “a = f= template. You can even bulk’on new mini-hulls to 
stellar soundtrack they help to create a RSasclaatateolaleUaiare ts . a - — @ make your missile battery, cruiser, frigate, corvette, 
mz really immersive atmosphere. negotiations with other jj = mall clestroyer or space station even more formidable. 
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ore | Players can manage multiple fleets in 
S34 «multiple systems via a zoomed-out 


nebula viewpoint. 


to finish missions for the next —as is the case with a lot of strategy 
only becomes necessary when cut-scene. Missions vary from 30 games we could mention. 
skirmishes are too close to call. minutes to a couple of hours, but Legends of Pegasus boasts 
Most of the time you can just enjoy everything a strategy fan could want 
your forces turning enemy vessels “LEGENDS OF to satisfy their space urges. It might 


into floating debris and space dust. PEGASUS BOASTS not have the budget of the other 
The battle engine can cope heavy hitters in this subgenre, but 


with dozens of medium-sized EVERYTHING A Novacore has plenty of heart and 
cruisers to giant capital ships STRATEGY FAN ambition which is clear to see from 
shooting plumes COULD WANT” their first release. If you're looking for 

Battle mode has a very flexible of neon fire at a 4X game which has enough depth 
camera system and an easy-to- each other, and you can save wherever you wish and character to take over your life, 
eee ar there willalsobe © and the action rarely feels likea slog this certainly fits the bill. m 

5 eS ee... a range of smaller, 

a a ~ one-person 
geo _ Z si fighters, bombers ARTH ROX 
eg a ae peed a = om and interceptors The Arthrox may sound like they're named after some 
aes 4 all cs to pilot, too. kind of coughymedicine, but they're actually one of the 
ras ie * Surprisingly most powerful races you encounter in Legends of 
ho ¥ 7” enough the 40- Pegasus. The insectoid people shaté a hive mind and 
ae SS ~ hour campaign care deeply for the long-term stability of the galaxy. Like 
er ter Bm really holds up every other race in this space-RTS,:they boast ship 
ewemmioeees§ throughout its design, research trees and technology that is distinctly 
ss = m running time, their own. They also have groovy augmentation 
/ with enough technology and some sympathy for the plight 
twists and turns humanity finds itself in. Think of them as like the alien 
: f to keep players race from Prometheus — only a bit, kinder to humanity 


motivated 
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and possessing less of an affinity for black goo. 


WHICH DEVELOPER IS BEHIND LEGENDS 
OF PEGASUS? 


A) Fungie @ 
B) Wizard t ) 
t ) 


C) Novacore Studios 


“Fist Name 
*Last Name: 


Click below to buy the game “BULL oliers 


now thr 
ough Amazon! Sign up for our newsletter 
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WIN A COPY OF LEGENDS OF PEGASUS 


At this point you're probably bursting with anticipation and more than ready to go out 
and start cracking some alien skulls for the good of mankind. Well cool your beans for a 
few more minutes ‘Captain Wannabe’ as we have a very special competition for you. 
Kalypso Media and Novacore Studios have given us 10 copies of Legends of Pegasus to 
giveaway to you lucky lot. All you need to do is answer the question in the box to the 
right and you could be sent a pristine boxed copy of this exciting 4X game come release 
day. Excited? You damn well should be! 


For full competition terms and conditions, please see www.gamerzines.com 
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